F I G. 2 



32 




WORK MEMORY yZ^ 



33 



VRAM 



W 



34 



EXTERNAL A — \ 
MEMORY I/F \ — / 





CONTROLLER 
I/F 



v- 



CONTROLLER 




37 



W 



OPTICAL 
DISK DRIVE 



BACKUP 
MEMORY 



MEMORY CARD 



OPTICAL DISK 
(GAME PROGRAM) 



FIG. 3 A 




77 81 79 78 



FIG. 3 B 




82b 78 77 81 79 




FIG. 4D 




FIG. 5 A 



77 



FIG. 5 B 



78^ V 79 




82b 



77 



: a i 



78' 

FIG. 5 C 



: b i 




<^MANUAL^> 




82d 




FIG. 5 E 



82e 




78 



FIG. 5 F 



F I G. 6 



( START } 



SI- 



S2- 



S5~ 



S6~ 



S7~ 



S8~ 



SELECT TYPE OF CLUB, HIT LOCATION, AND 
SHOT DIRECTION 



SET/DISPLAY RANDOM AREA AND MEET AREA 
ACCORDING TO TYPE OF CLUB AND LIE 



PERFORM FIRST INPUT (INPUT TO "A' 
BUTTON) 




No 



ALLOW CURSOR ON POWER GAUGE TO START MOVING 



PERFORM SHOT MODE PROCESSING 



CALCULATE MOVING DIRECTION OF BALL ACCORDING 
TO TYPE OF CLUB, HIT LOCATION, LAUNCH DIRECTION, 
POWER, AMOUNT OF SPIN, ETC. 



DISPLAY SCENE IN WHICH BALL IS TRAVELLING 



FIG. 7 A 



TYPE OF 


CLUB i 


BASIC MEET AREA 


BASIC RANDOM AREA 


CLUB 


A ; 


MEET AREA A 


RANDOM AREA A 


CLUB 


B j 


MEET AREA B 


RANDOM AREA C 


CLUB 


c ! 


MEET AREA C 


RANDOM AREA C 



FIG. 7 B 

^86 



LIE 


| COEFFICIENT 


FAIRWAY A 


\ 100% 


FAIRWAY B 


1 90% 


FAIRWAY C 


| 80% 


ROUGH A 


j 60% 


ROUGH B 


j 50% 


BUNKER A 


! 90% 


BUNKER B 


! 60% 





F I G. 8 



c 



SHOT MODE 
PROCESSING 



I 



DISPLAY BUTTON OBIECT OF "A AND "B 
BUTTONS IN THE VICINITY OF MAX VALUE OF 
POWER GAUGE 



SI 1 



PERFORM SECOND INPUT (INPUT TO 
"A" OR "B" BUTTON) 



S12 




ALLOW CURSOR TO REVERSE AND 
MOVE BACK 



DETERMINE SHOT POWER 
ACCORDING TO CURSOR 
POSITION UPON SECOND INPUT 
(AT THE TIME OF PRESSING "A" 
OR "B" BUTTON) 



No(B) 





PERFORM AUTO SHOT 
MODE PROCESSING 



S20 



PERFORM MANUAL SHOT 
MODE PROCESSING 



F I G. 9 



C 



AUTO SHOT 



MODE ) 



, y 

CANCEL DISPLAY 
DISPLAY SHOT OPE 
OBJECT 


OF CURSOR AND 
RATION SELECTION 
, ETC. 




t 


DISPLAY CURSOR MOVING BACK AND 
FORTH IN RANDOM AREA 


» 




GENERATE RANDOM NUMBER^ 


> 




STOP CURSOR AT A POSITION IN 
RESPONSE TO RANDOM NUMBER 




f 


ADJUST HIT LOCATION ACCORDING TO 
THE POSITION ON POWER GAUGE AT 
WHICH CURSOR IS STOPPED 



S21 



S22 



-S23 



•S24 



S25 



c 



MANUAL SHOT 
MODE 



I 



FIG. 10 



MOVE CURSOR IN RIGHT DIRECTION AND 
DISPLAY SHOT SELECTION OBJECT, ETC. 



S31 




STOP CURSOR AT THE TIME OF THIRD 
INPUT 



S36 



S37 



ADJUST HIT LOCATION ACCORDING TO THE 
POSITION AT WHICH CURSOR IS STOPPED 




S35 



DETEREMINE RIGHT END 
OF POWER GAUGE AS 
HIT LOCATION AND 

ADJUST HIT LOCATION 



No (B) 



1 



S42 



PRESS "A" OR "B" BUTTON 



PRESS "A" OR "B" BUTTON 




CALCULATE AMOUNT OF 
TOPSPIN IN RESPONSE TO 
FOURTH INPUT 



CALCULATE AMOUNT OF 
BACKSPIN IN RESPONSE TO 
FOURTH INPUT 



I 



DISPLAY HISTORY OF INPUT PATTERN 



S45 



( RETURN ) 



FIG. 1 1 A PRIOR ART 




REFERENCE POSITION 
(BEFORE CURSOR 
STARTS MOVING) 
F I G. 1 1 B PRIOR ART 




FIRST POSITION 
(DETERMINATION OF 
POWER) 



FIG. 11C PRIOR ART 




SECOND POSITION 
(DETERMINATION OF HIT 
LOCATION) 



